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1 0 0SUMMARY 


1. Electronic BlacXboard 


TIME, NUMBERS, PREPOSITIONS 


2. Text Manipulation 
DEALING VITH TEXTS 
READING EXERCISES 
STRIPTEXT 


SVAPPER 


3. Structure Practice 


COMPARATIVE AND SUPERLATIVE 


4. Games 
NOUGHTS AND CROSSES 


FAST FINGERS 


5. Simulations 
JILL JONES 
COPSTONE DONN 


RANR ORDER 
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2 GENERAL PURPOSE AND PEDAGOGICAL FEATURES 


All the programs vere designed to be used by a teacher in a 
classroom vith groups of students: the programs attempt to help 
the communicatively-orientated teacher in her job of exposing 
students to the target language in a meaningful and, hopefully, 
interesting context. It is important to contrast this approach 
to CALL vith that of seeing the computer as a Xind of substitute 
teacher. Here the student usually vorXs alone vith the computer, 
and the computer taxes the student through a number Of 
exercises, tests, or drills, asXing questions, checXing the 
ansvers, Xeeping a record of the score, and maXing comments. The 
methodological underpinning of such programs is behavioristic and 
the approach is dmechanical and computer-controlled. It vas 
precisely the over- mechanical, computer-controlled emphasis of 
"surrogate tutor" programs, particularly in the U.S.A., that led 
to the development of a more communicative approach to CALL. 
Using cheaper micro computers, the idea vas to use a more open 
approach to programming. Often the computer asXed no question, 
nor expected any particular response. Alvays the user controlled 
the program, not vice versa. 


This is not the place to argue for or against any one method or 
approach. There is no doubt that even so-called mechanical 
drills, for example, can provide useful practice. The point I 
vant to maxe is that there are different methods, and, more 
important, different uses to vhich CALL programs can be put. The 
programs listed above could be used by vdhindividuals, by small 
groups, or by large groups. These 3 types of use can be doubled 
to 6 if ve include the presence of a teacher. The programs could 


be used in a self-access room, in a computer lab., or ina 
classroom. In the classroom they could be used by the vhole 
class or by only some of the students, vith or vithout the 
teacher. In short: there are many possibilities for exploiting 


the programs. 


If you have more than 12 people in your class, and you vant to 
use a computer vith the vhole class, you vill need a device that 
taxes the images usually shovn on the monitor and projects them, 
via an Overhead Projector onto a large vhite surface (the vall of 
the classroom vorXs vell). 


The most important point of all about these programs is that they 
depend on the teacher to bring them to life. 


HON THE PROGRAM IS USED BY THE TEACHER IS CRUCIAL Il 
Just as vith video, ve need to be fully-aquainted vith the 


program and to thinX about hov its use vill fit in vith our 
lesson and course plans. Ne have to see a computer session as 
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part of a vider series of activities. Ne have to prepare 
vorXsheets, preparatory and follov-up activities. And ve have to 
taXe an active role in the session itself. 

Above all, ve have to use our imaginations and sXills as teachers 
to bring the programs to life. 
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3 o 0ELECTRONIC BLACRBOARD 
3.1 0 GENERAL INFORMATION 


3.1.1 ANAME OF PROGRAM 


Time, Numbers, Prepositions 


3.1.2 0QAUTHOR 

Geoff Jordan 

3.1.3 0 9—SUBJECT 

Presentation and practice of telling the time, dnumbers and basic 


prepositions. 


3.1.4 0 QLEVEL 


The program is suitable for teaching beginners these elementary 
parts of English, but is flexible enough to be used vith 
intermediate and even advanced learners. 


3.2 0 JINSTRUCTIONS 


l. Put the disXette in Drive A and turn on the computer. The 
program vill load automatically. 
2. You see the Main Menu: 

1. 0CLOCR PROGRAM 

2. odNUMBERS PROGRAM 

3. Ò-d"PREPOSITIONS PROGRAM 


4. 0 dEND 


3. Press the number of the option you vant. 


l. CLOCR PROGRAM 


The menu asXs you if you vant exact hours only, half hours, etc. 
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PRESS THE NUMBER OF THE OPTION YOU VANT. 


You see a clocX displaying the time. At the bottom of the screen 
you see: 


HIT SPACE BAR TO  òCONTINUE E TO EXIT D FOR DIGITAL 
CLOCR 


MEU vill taxe you bacX to the menu (if you vant to choose 


"anytime" for example) and pressing 6 vill return you to the Main 
Menu. 


2. NUMBERS PROGRAM 
You see the menu. PRESS THE NUMBER OF THE OPTION YOU MVANT. 


In options 1 and 2 you vill be asXed to specify the range Of 
numbers. 

TYPE IN THE MAXIMUM NUMBER 0ò0AND PRESS RETURN. (If you vant to 
practise number recognition from 1 to 1000 type 1000 and press 
RETURN) 


In the ORDINAL NUMBERS option, you can stop the lift by hitting 
the S Xey. 


In all options, press M to return to the menu. 


3. PREPOSITIONS PROGRAM 
The menu offers Parts One, Tvo and Three. 


PRESS THE NUMBER OF THE OPTION YOU VANT AND THEN PRESS 
RETURN. 


PART ONE offers pictures of the man (see notes on Hoy to Use the 
Program),) 
PART TNO: the blob (ditto). 
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PART THREE: the sentences (ditto). 


4. NHERE'S THE GIRL 7 

You move the girl around the picture — using the 4 arrov Xeys on 
the number Xeypad. Stop her vith the Ins her. Start again vith 
the Del Xey. 

3.3 0 —d3PEDAGOGICAL GUIDELINES 

3.3.1 0 GENERAL 

The program offers a series of full-screen graphics for the 
teacher to use in the presentation and practise of elementary 
structures. 'There are no right or vrong ansvers as far as the 


computer is concerned: it is the teacher vho asXs, checXs and 
evaluates ansvers. The computer acts as a blacXboard. 


3.3.2 OBJECTIVES 
The program is designed to present and practice 
a) Hov to tell the time 


b) All aspects of numbers 9v(including ordinal 8 cardinal 
numbers, money, dates, sums). 


C) Prepositions of time and place. 
It is designed to be used by a teacher vhose active 
participation in the session is indispensable. The teacher uses 


the images generated by the computer to present and practice the 
structures. The computer acts as an "electronic blacXboard". 


3.3.3 0 —STRUCTURE 


The program is in 3 parts. 

a) The Time section consists of a clocX face and the option 
Of a 24 hour digital clocXx vindov. The teacher can choose to 
vOrX vith the time 

- On the hour 


- On the hour or half hour 
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- 15 minute intervals 

- 5 minute intervals 

- anytime. 
The program shovs a randomly-generated time vithin the chosen 
parameters, alvays vith the 24 hour digital clocX option. / 


b) The Numbers section has 


- dnumber recognition (the teacher can choose the range of 
numbers up to 10,000,000.). 


- addition and subtraction 
- ordinal numbers (the computer shovs a graphic 
representation of a lift vhich goes up a building vith UP, DOVN 
and STOP features) 
- money (British and American) 
- dates 
- reviey section 
The program shovs full-screen graphic numbers, dates, etc. as 
defined by the teacher. 
c) The preposition section has 
-— —full-screen graphic pictures of a man in various places 
relative to a house, bridge or road to practice all the 
prepositions of place. Some dinclude animation to practice 
prepositions dindicating dmovement (going into/ out of/ tovards/ 


along/ across/ etc.) 


- a short section to practice IN, ON, and AT in time 
expressions using gapped sentences 


- a ball moving around a page to practice AT the top/bottom, 
ON the left/right, IN the middle/corner. 
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3.3.4 QCLOCR PROGRAM 


The CLOCR PROGRAM offers a conventional clocX face vhich displays 
a randomly-chosen time vith the options of hours only, half 
hours, quarters of hours, five minute intervals, or "anytime". 
If you choose quarter hours for example, the program vill display 
a random time liXe quarter past three, half past four or quarter 


to tvelve. Hitting C vill produce another time. There is also 
the option of displaying a digital 24 hour clocX in the top right 
hand corner. The clocE looxs more attractive and úis easier to 


read than the usual hblacEboard or cardboard version and by 
choosing the appropriate option, the teacher can use it in 
progressive (10 minute) sessions vith real beginners or as reviev 
practice vith students vho have still not mastered "not quite 
fivel or "just gone six" for example. 


3.3.5 0dNUMBERS PROGRAM 


The NUMBERS 0 "PROGRAM offers to display numbers, addition and 
subtraction, fractions and decimals, ordinal numbers and dates. 
In the first three, the teacher can specify the range of numbers 
vanted (eg: up to 100) after vhich a number or sum vithin that 
range is displayed. In the ordinal numbers section, a lift vith 
STOP, UP and DONN features is used (eg: the lift is on the fifth 
floor). 

Only the numbers are displayed. Again the teacher can use the 
images in any vay she liXes. Since the program can deal vith 
simple numbers or vith millions, úit affords good practice at a 
variety of levels. 


3.3.6  "3PREPOSITION PROGRAM 


The PREPOSITION PROGRAM has full-screen pictures divided into 3 
sections: 


a) A man standing in various places relative to a vall, bridge or 
house (to practice near, behind, in front, in, under, betveen, 
around, etc.) and animated pictures (to practise going into, 
coming out of, going up, dovn, across, etc.). 


b) A blob in various positions on a page (to practice at the 
top/bottom, in the middle/corner, on the left/right) 


C) Sentences to practise gn ton" and "in" vith time 
expressions. 
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Since the computer only offers the picture, the ansver to the 
question: 0"''Uhere's the man2" could be (in one picture): to the 
left of the vall, near the vall, beside the vall, close to the 
vall, not quite close enough to the vall to touch it, etc.,etc. 
Students can be encouraged to try out various statements, can asX 
each other questions, and the teacher can use the picture in as 
many vays as his imagination permits. 
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4 OTEXT MANIPULATION 

4.1 QDEALING HITH TEXTS 
4.1.1 0 GENERAL INFORMATION 
4.1.1.1 NAME OF PROGRAM 


Dealing Nith Texts 


4.1.1.2 0QAUTHOR 


Geoff Jordan (Based on an original idea by John Higgins). 


4.1.1.3 0 SUBJECT 


Partial and total cloze exercises. 


4.1.1.4 0 QLEVEL 


Flexible 


4.1.2 0 "PEDAGOGICAL GUIDELINES 
4.1.2.1 0 —OBJECTIVES 


Inviting students to reconstruct a text that has been replaced 
vith dashes (so that, for example "Hov are you feeling today2" 
DO COmeS Ne mil ma mm es 21) has as its objectives all 
those aims associated vith vritten cloze tests and exercises. It 
is a poverful vay to practice all parts of lexis, functions and 
grammar, or to concentrate on a particular structure, function, 
or topic area. 


The computer version of cloze exercises allovs the student to 
explore the 
text for himself and for the teacher to guide this exploration. 


Thus the program can help not only vith formal learning about the 
language, bvut also vith learning hov to learn. 


4.1.2.2  "PREVIQOUS ENONLEDGE 


Depends on the text selected. Authoring facilities allov 
teachers to decide vhat previous Xnovledge vill be needed. 
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4.1.2.3 0 STRUCTURE 
STRUCTURE OF THE PROGRAM: 
The program has 2 parts: 


The Editor - authoring facilities to allov teachers to enter 
texts. 


ExXercises - the texts are subjected to a cloze operation and the 
users are invited to reconstruct the text chosen. 


4.1.2.4 0 METHODOLOGY 
HON TO USE THE PROGRAM: 


The program can be used vith a large group, provided everyone has 
a good viev of the screen. In this case, the teacher should 
operate the Xeyboard, or let students taXe turns. 


It is best used vith groups of 3 students - one at the Xeyboard 
and one on either side. 


It is of the utmost importance to begin vith a varm-up activity 
vhich situates the text and gets students in the right "frame" Of 
mind (see belov for suggestions). 


You can start by asXing students if they vant to see the full 
text first, and if so, for hov long. 


If the total cloze option is chosen, it is probably better to 
start vith the "anyvhere in the text" option. High frequency 
vords are usually tried first - but, vhile it is satisfying to 
see them all appear in the text, they rarely tell us much about 
the content of the text l 


Then students should be asXed to predict vhat Xinds of vords they 
vould expect to find in this particular text, according to the 
name of the text. 

As the text builds up, they can spot vhat must be adjectives, 
adverbs, verbs, etc., and here the "cursor choicel option vill 
vorX better. 


VNARM UP ACTIVITIES 
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It is really very daunting for students to be suddenly confronted 
vith a text that has been totally blanXxed out, and asXed to 
reconstruct it. Some Xind of activity has to be done to prepare 
them - to get them thinXing along the right lines, so that they 
are not just quessing vords in a vacuum. 


At the very least, talX to students about the content of the text 
to be used in the exercise before starting. 


a) QLinXxed to listening comprehension. The teacher finds a 
suitable listening extract and uses the authoring facilities to 
vrite a text based on the listening (a summary, Or a 
continuation, or a reply, etc.) Before using Dealing Vith Texts, 
the students do the listening activity. 


For example, the teacher could do a listening activity based on a 
recording 

Of a business telephone call and then asX the students to 
reconstruct a letter (vhich the teacher has entered into the 
program) vhich confirms the points raised in the conversation. 


Songs, lectures, nevs items, conversations, can all be used. 


b) Nith picture compositions. A picture story on paper can 
form the basis of the text. The teacher vrites the story into 
the computer, and does a story-building activity using the 
pictures in class. The students then do the computer exercise, 
using the pictures to help them. Particularly good for lover 
levels. 


c) VNith a technical diagram. An ESP varient of picture 
composition. A labelled diagram or a technical process forms the 
basis of the text. 


d) For translation betveen languages. Students are given a 
translation in their Ll of the text to be reconstructed. 


e) For summary vriting. Students are given a long text on 
paper and asXed to vrite a summary of it. The teacher has entered 
a model summary of the text vhich the students then have to 
reconstruct. 
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f) As a stimulus for composition. This involves letting the 
students use the authoring facilities to vrite their .— ovn texts. 
Small groups vrite a text on a given topic and then enter the 
text into the computer and save them onto the disXette. They 
then challenge the others to reconstruct their text. 


This technique has proved very successful: students feel there is 
a real point in vriting (since other people are going to use it) 


and there is a high incentive to find and correct errors, and to 
vrite something vorth reading. 


There are doubtless lots of other vays to use the program (vith 
video, for example). The program needs enthusiastic, imaginative 
people lixXe us to bring it alive l 


4.1.3 0 0ÀAUTHORING SYSTEM 


EDIT MODE 


1. Vhen the program boots up you see the main menu: 


Tec ss ec TEXT EDETOR 
Bo ese EXERCISES 
Feoees FINISH 


To use the authoring facilities press "T" 


2. You see this menu: 


Oucesseso OPEN FILE 
Decoseoocs DELETE FILE 
R... ee... e .RENAME FILE 
Leeooeoos ee LOOR FILE 
Deessa ase mà PRINT FILE 


Esseioó ee EXIT 
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a) O....OPEN FILE:à to create or correct texts.à UVhen you press 
"OU,àú the programú goes immediately to the blue and yellov screen 
vhere texts can be entered. At the bottom of the screen, it says: 


FILE NAME:2 


Type in the name of the file y(MAXIMUM 8 0QLETTERS, QDON'T USE 
SPACES), and press RETURN. 


If you type in the name of a file that already exists (use option 
L....LOOR FILES to see the names of all existing texts) you can 
maXe any changes to it you lixXe. 

— Move the cursor vith the arrov Xeys. 

- RETURN vill vipe out the current line from the position of the 
CUursor. 

— (INS) vill insert a space at the cursor position, and 

— (DEL) vill delete the character at the cursor position. 


If you type in a nev name, you can then vrite the text, using the 
control Xeys described above. 


Vhen you have finished corrections, or vriting a text, press the 
HOME Xey. 
You see 3 options: 


SAVE (S) ABANDON (A) RETURN (R) 
S — Vill save the text to disx. 
A — Vill leave the text as it vas before, or leave the nev text 
vithout saving it to disx. 
R - vill return you to the vorX screen, and you can continue to 


vrite or maXe corrections. 

b) D......DELETE FILE: to delete a text from the disX. Vhen you 
press D, you see a list of the text files, and at the bottom of 
the screen: 


PRESS (NJ) TO ABANDON 
NAME OF FILE TO BE DELETED:2 


If you decide against deleting, press N and RETURN. To delete, 
Vvrite the name of the file and press RETURN. 


C) R.....RENAME FILE: Press R and you see the list of texts. You 
are asXed the name of the file, and after you've entered it, you 
are asXed for the nev name. Type it in and press RETURN 


dl) Erauaa LOOR FILES: You see the names of all existing text 
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e) P.....PRINT FILE: allovs you to print a file. Have the printer 
connected and ready. Press P. You are asXed for the name of the 
file. Type it in and press RETURN. You are then asRed if you 
vant the complete text, or a normal cloze version (every 7th vord 
replaced vith dashes). 

Press C or N. 
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4.2 dREADING EXERCISES 
4.2.1 GENERAL INFORMATION 
4.2.1.1 ANAME OF PROGRAM 


Reading Exercises 


4.2.1.2 QAUTHOR 


Geoff Jordan 


4.2.1.3 0 SUBJECT 


Reading practice 


4.2.1.4 0 QLEVEL 


Depends on the text. 
4.2.2 0 INSTRUCTIONS 


l. LOAD THE PROGRAM. 


2. You see the Presentation page. 


PRESS ANY REY. 


3. You see the Main Menu. 


TO USE THE PROGRAM VITH STUDENTS, PRESS "Pf. 


4. You see a list of files. The number at the end of the name 
indicates the level of difficulty (1 - beginners 7 - advanced 
students). 


USE THE 0CURSOR REYS TO HIGHLIGHT A FILE AND PRESS 
"RETURN". 


5. You see the first question and the time given to read the 
text. 
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PRESS "QU TO QUIT OR "C" TO CONTINUE. 


6. The questions follomM. At the end you can 
- See the text 
- DO a cloze test 


-— Reviev the questions and ansvers. 


PRESS THE REY CORRESPONDING TO YOUR CHOICE. 0QVHEN DOING THE CLOZE 
TEST OR REVIEMN, YOU CAN SEE THE MHOLE TEXT BY PRESSING "T". 

4.2.3 0 —"dPEDAGOGICAL GUIDELINES 

4.2.3.1 0 OBJECTIVES 

To help students develop reading strategies (sXimming, scanning, 
anticipation, chunXing, etc), to distinguish betveen TAVI (Text 
As a Vehicle for Information) and TALO (Text As a Linguistic 


Object), and to consolidate vocabulary and dgrammar through 
extensive 8 intensive reading. 


4.2.3.2 dPREVIQOUS RNONLEDGE REQUIRED 


Depends on the text. 


4.2.3.3 o —STRUCTURE 


The program has 2 parts: 
1. The Editor - teachers can: 


- dchange existing files (texts —4 questions, ansvers, 8 
cloze) 


- maRe nev files 
- change time allovance for questions 


2. The exercises themselves. 
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The students choose a text and are then asxed a number Of 
questions about it, being shovn the text for a specified number 
Of seconds for each question. 


The question is asXed first and the time alloved for reading the 
text is given. The text is then shovn for the specified time. 
The students are then asXed the question again. To allov more 
flexibility in types of questions, the students do not input 
their ansvers to the computer, but vrite them on paper. The 
computer then displays the correct ansver, or a model ansver (in 
case of a summary, for example). The next question ús then 
presented, and the process repeated. 


After all the questions are asXed, the student has the options of 
reading the full text for as long as he vants, and/or doing a 
cloze test. 


4.2.3.4 0 METHODOLOGY 


The program encourages students to develop sXimming (getting the 
general gist of a text) and scanning 9(looXing for particular 
information) sXills by shoving a text for a a specified number of 
seconds (the exact number of —yseconds can be decided by the 
teacher) after a question has been asxed. Since it is impossible 
to read the vhole text vord for vord in the time given (vhen the 
time is up, the text disappears), students are forced to adopt 
reading strategies. 


The program vas designed to be used in class vith a teacher, but 
it can also be used in a computer lab or by dhindividual students. 
No input is required from students: the computer asXs questions 
about a given text, but it does not expect the students to type 
in the reply. Students vrite dovn their replies on paper, and 
compare them vith the model reply given by the computer. The 
teacher can comment on the students' ansvers and monitor the 
activity. 


At the end of the comprehension questions the students can checX 
their ansvers, see the complete text for as long as they liXe, 
and/or do a cloze exercise on the text. 


The program has authoring facilities that allov teachers to enter 
their ovn texts, questions and ansvers, and to determine vhich 
and hov many vords are blanXxed out for the cloze exercise at the 
end. 


HON TO USE THE PROGRAM: 
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The program can be used: 
a) Nith a vhole class. 


It is, Of course, essential for all students to be able to read 
the text together. So, vhen 1 computer is used, the image must be 
projected onto a vhite vall or large screen. 


The teacher chooses a text (perhaps one she has entered. in the 
program herself vith the authoring facilities) and leads the 
exercise. It is a good idea to explain the difference betveen 
TAVI (reading for information, vhich is vhat ve usually do) and 
TALO (studying a text, vhich is vhat students mistaXenly thinX 
they should alvays do) before the program starts. Each question 
can be exploited by the teacher, vho is there to adjudicate the 
students' ansvers and ansver any questions they may have. 


The important thing is to concentrate on getting the ansver to 
the question. In the exercises on the texts I have done, the 
questions taXxe the order: 1) " VNhat is the text about2" This 
encourages the students to sXim the text —- to quicXly get a 
general idea Of vhat it is about. 2) The sXill of sXimming a text 
for a certain bit of information is practised vith 4 or 5 
subsequent questions that asX about a specific point in the text. 
3) The final question is alvays: "Can you give a very brief 
summary of the text2" Other teachers vill, of course, have their 
Ovn ideas. 


Nhen the students have finished the question, they have finished 
the tasx. I am not sure that having the cloze test on the same 
program is a good idea - because the vhole idea of the program is 
to concentrate on reading sXills. In any case, reading the text 
for as long as the students vant, and the teacher vorXing on the 
text vith them in detail, or doing the cloze test, should 
definitely be signalled as a nev activity. 


b) in small groups or dúindividually, in a computer lab or 
self-access room. The teacher's role here is less active, but 
still can be very important: organising, pacing and monitoring 
the vorxX. 
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4.2.4 0 dAUTHORING SYSTEM 
AUTHORING "READING EXERCISES" — EDIT MODE 
The authoring program allovs you to enter texts and questions, 


and determine hov long the text is shovn on screen betveen 
questions. 


It also alloys you to select vhich vords vill be replaced by 
dashes for the cloze test at the end of the exercise. 


Vhen you boot up the program, you see this menu: 


(C) HANGE EXISTING FILES 


(N)EN FILES 


(P) LAY 
(R) ENAME FILES 


(F)INISH 


CHANGE EXISTING FILES: If you press C, you vill see a list of 
all the texts on disX, and you vill be asXed to type in the name 
Of the file you vant to change. 
Then you see this menu: 

CHANGE (T)EXT 

CHANGE (I) NSTRUCTIONS 

CHANGE (Q)UESTIONS 

(A) 0CHANGE TIME 

(E) ND 
CHANGING TEXT: Pressing T allovs you to change the text. Use the 


cursor Xeys to position the cursor on the vord you vant. Note 
these Reys: 


RETURN: 0Qjump a line, viping out vords from cursor position 
to end of current line. 

INS: insert a space at cursor. 

DEL: delete a character at cursor. 
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CLOZE TEXT 0OPTION: to change the vords chosen for the cloze 
exercise, place the cursor at the beginning of the vord and press 
the (END) Xey. Nov move the cursor to the end of the vord, and 
press the (PGDN) Xey. 


Vhen you have finished editing, press the (HOME) Xey. You vill 
see this: 


(S) AVE (R) ETURN (A) BANDON 
To save the text to disX, press S. 


To return to the editing mode, press R 


To abandon the editing, and not save your changes, press A. 


CHANGING 9ò7INSTRUCTIONS: pressing Bú lets you change the 
instructions page. The editing controls are the same as for the 
text, except for the cloze option. 


CHANGING QUESTIONS AND TIME: pressing Q or T lets you change the 
questions and the time alloved to see the text. If you change 
the question, or add nev ones, you have to enter the time in 
seconds. 

You see this: 


QUESTIONS AND TIME 5 QUESTIONS 


QUESTION 1 


You Can: (F)inish 
(A) dd 
See (N)ext 
See (P)revious 
Change (Q)uestions 
Chane (T)ime 
(I)nsert question 
(D)jelete question 
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Use Add to add nev questions and the time. 

To just viev the questions, use N and P. 

I is to insert a nev question betveen 2 existing 
questions. 

Q and T are used as described above. 

Vhen you have finished, press F. 


NEN FILES are made by pressing N from the main menu. You vill be 
asXed to give the file a name (MAXIMUM t LETTERS2 NO SPACES) and 
a level. 

Then you can type in the text, the dinstructions, the questions 
and the time, and choose vords for the cloze test as described 
above. 
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4.3 STRIP TEXT 
4.3.1 0 GENERAL INFORMATION 
4.3.1.1 dNAME OF PROGRAM 


Strip Text 


4.3.1.2 0QAUTHOR 


Geoff Jordan (adapted from John Higgin's program "Pinpoint"). 


4.3.1.3 0 SUBJECT 
Reading practice: developing a sensitivity to the content, style, 


and register of vritten material by inviting students to maXe 
predictions and deductions about a short text. 


4.3.2 0 INSTRUCTIONS 


1. Load the program. 


2. You see the first screen offering the PLAY program, or the 
EDIT program. 


TO USE NVITH STUDENTS, PRESS RETURN 


3. You are asXed vhat level you vant. 1 ús the easiest level, 
and 4 is the most difficult. 


TYPE A NUMBER FROM 1 TO 4 


4. You see the file(s) for that level. 


IF THERE IS MORE THAN ONE FILE, USE THE ARRON HREYS TO HIGHLIGHT 
THE FILE YOU VANT 


PRESS RETURN TO SELECT THE HIGHLIGHTED FILE 
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5. You are then asXed hov many vords per blocX you vant. 


TYPE A NUMBER FROM 2 TO 5, THEN PRESS RETURN 


6. You then see the play screen. At the top are 8 titles. Under 
them, the score, vhich starts at 700. Then comes the covered-up 
text. Finally, at the bottom of the screen you see: 


(B)UY (Q) UIT (G) UESS 


- Pressing B àllovys you to uncover a bit of the text. 

— Pressing .Q stops the game. 

- Pressing G allovs you to guess vhich of the 8 titles belongs to 
the text. 


PRESS B 


7. At the bottom of the screen it nov says: 
Vhich BlocX2 (Enter letter): 


TYPE THE LETTER  0CORRESPONDING TO THE 0BLOCR YOU NANT TO 
SEE 


8. You vill see the text of the blocX you specified, and the 
score is reduced by 100. 


9. Continue to uncover text in the same vay (first press B, vait, 
then press the letter of. the blocX you vant to see) until you 
thinX you Xnov vhich title belongs to the text. 
11. To guess vhich of the titles belongs to the text, 

PRESS G 


At the bottom of the screen it nov says: 


Vhat Title 2 (Enter A-H) 
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PRESS THE LETTER CORRESPONDING TO THE TITLE YOU THINR . BELONGS TO 
THE TEXT 


If your guess is correct, you see the vhole text, and vhen you 
press a Xey to continue, your score goes up 500 points. 


If your guess is vrong, you lose 150 points. You can then buy a 
bit more of the text, guess the title again, or quit. 


4.3.3 0 —"PEDAGOGICAL GUIDELINES 
4.3.3.1 0 OBJECTIVES 


To encourage students to maXe predictions vhen reading, and 
analyze texts in terms of lexis, register and style. 


4.3.3.2 dPREVIOUS RNONLEDGE REQUIRED 


Depends on the level and set of texts chosen. 


4.3.3.3 0 —STRUCTURE 
The program is divided into 2 parts: 
1. The Editor. The menu for the editor allovs you to: 
a) Change title 
b) Delete subject 
c) Change subject 
d) Examine subject 
(a) and (c) can be used to alter existing files, or to maXe nev 


ones. 


2. The Exercises. Students choose the level of difficulty (from 
1 to 4), the set of texts, and hov many vords they vant in each 
blocX, before starting the exercise itself. 
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4.3.3.4 0 —dMETHODOLOGY 


A short text is chosen at random from a set of 18. The text is 
divided into blocxs of from 2 to 5 vords (according to vhat 
number the student or teacher chooses), vithout disturbing its 
sequence, and then covered. Each blocX of text is labelled vith a 
letter - so that the first 2 to 5 vords are labelled A, the next 
blocX B, and so on. Above the text are 8 possible titles, one of 
them belonging to the masXed text. The student has to uncover 
the minimum number of blocs possible in order to deduce vhich of 
the 6 titles belongs to the text. 


Students start vith a score of 700. Each time they asX for a 
blocX to be uncovered they lose 100 points. If they guess the 
title vrongly, they lose 150 points. If they guess the title 
correctly, they vin 500 points. 


The program can be used vith 1 computer and a vhole class, in a 
computer lab. vith 3 students vorXing together, or by students 
vorXing alone. 


The students should be asxed to decide on a target score - 3000 
for example - and then see hov many texts they taxe to reach 
their target. 


The sets of 18 texts are divided into 4 different levels of 
difficulty. 


Authoring facilities allov teachers to vrite their ovn texts, or 
change existing ones. 


HON TO USE THE PROGRAM 


Used by the teacher in class, the program can help drav students 
attention to vocabulary, grammar, style, register, and also to 
the need for predicting and chunRing vhen reading. The teacher 
can lead discussions on vhich is the best blocX to uncover, and 
on vhat titles can be eliminated on the basis of the blocx(s) 
Uuncovered. ODiscussion points might include: 


- Vhat Xind of language is it (vritten, spoXen, formal, 
informal.... ) 2 


Vhat do you thinX comes before/after the blocX ve've uncovered 


Vhich titles COULD belong to the text and vhich couldn't 2 Uhy 


- Vhat clues do ve get about the subject of the text from vhat 
ve've uncovered 7 
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- Vhat Xind of information do ve lacxXx 2 Vhere is that 
information liXely to be 2 


Vhen authoring nev texts, be sure to have a good "mix" Of 
subjects, and to include more than one of each type in the same 
set: have at least 2 people, 2 descriptions, tvo places, tvo 
events, etc... 


4.3.4 0dAUTHORING SYSTEM 


AUTHORING STRIPTEXT — EDIT MODE 


1. Vhen the program boots up you see the main menu. It offers 2 
options: 


PLAY EDIT 
To use the authoring facilities, use the cursor Xey to highlight 
the EDIT option and press RETURN. 
Ze You see the STRIP TEXT EDITOR screen: 
(F)ILE (EXIT) 
Press the F Xey. (EXIT taXes you out of editor mode.) 
The authoring facilities allov you to either maXe nev files, or 


to examine and change existing files. 


3. You are asXed to say vhich level you vant to edit. There are 
4 levels - for beginners, lover intermediate, upper intermediate, 
and advanced students. Each level has a separate file, and there 
are 20 short texts in each file. You can have more than one file 
for each level. 


Press a number from 1 to 4 then press RETURN 
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4. To choose the file you vant to edit, use the cursor Xeys to 
highlight the file you vant and then press RETURN. 


To maXe a nev file press the ESC Xey, then vrite the name of the 
file (maximum 8 letters) and press the RETURN Xey. 
5. You see a menu vith 5 options: 

1. Change title 

2. Delete Subject 

3. Change subject 

4. Examine subject 

5. Finish 


The options are self-expanatory. Each option is explained belov. 


If you are creating a nev file, you choose option 3. 


Press the number of the option you vant. 


6. You see the list of names of the subjects in the file. Each 
subject has a letter next to it. EG: 


A Jazz EF Summer 

B Party L Picnic 

C Elvis M Murder 
h etc. 


If you have asXed to create a nev file, the letters vill have no 
corresponding name yet. 


Press the letter corresponding to the subject you vant to vOrX 
on. 


a) If you chose "Change title", the cursor vill go to the 
beginning of the title. Type in the nev title over the old title, 
and press RETURN. 


b) If you chose "Delete Subject" you vill see the text of that 
subject. At the bottom of the screen it says: 


Borrar2 (S/ ) 


If you don't vant to delete it, press any Xey except S. 
To delete, press S 


Generalitat de Catalunya Mostrari Programes Didàctics 


Departament d'Ensenyament Anglès 
Programa d'Informàtica Educativa/lPàgina: 32 Data: 27/ 6/88 


c) If you chose "Change subject" you vill see the text, or there 
Vill be space to enter a nev text if you are creating a nev file. 


To enter a nev text, simply type in the text. 
To change the text, you use the cursor Xeys to position the 
cursor vhere you vant and type over the existing text. You can 


also use these Xeys: 


RETURN: 0jump to the next line, deleting the present line 
from the cursor position to the end of the line. 


(INS): insert a blanX space at the position of the cursor. 
(DEL): delete the character at the position of the cursor. 
(ESC): Finish editing and save the text to disxX. 


d) If you choose "Examine subject" vyou see the text, but you 
can't change it. 


If you are maXing a nev file, you don't have to enter 20 texts - 
the program vill vorX vith 8 - but you should enter at least 12 
texts, and the more the better. 
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5 STRUCTURE PRACTICE 

5.1 0 —COMPARATIVE AND SUPERLATIVE 
5.1.1 GENERAL INFORMATION 
5.1.1.1 ANAME OF PROGRAM 


Comparative and Superlative 


5.1.1.2 AUTHOR 


Geoff Jordan 


5.1.1.3 0 SUBJECT 


Presentation and practice of the comparative and superlative. 


5.1.1.4 0 LEVEL 
It is suitable for beginners vho are learning the comparative and 
superlative for the first time, or for intermediate students vho 


need to practice, or to use more sophisticated forms ('not quite 
as good as", "slightliy smaller than", "almost as fast as", etc.) 


5.1.2 0 INSTRUCTIONS 


l. Load the program. 


2. You see the main menu: 


E - Explanations 


L — Lines 


C — Cars 
M — Men 
F — TO FINISH 


PRESS THE LETTER CORRESPONDING TO THE PART YOU VANT 
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(See note on Car Option at the end) 


3. For each section you see an Explanation Page. 
PRESS "E" TO SEE AN EXAMPLE 


OR PRESS "R' TO RETURN TO MAIN MENU 


4. You see an example. Near the bottom of the screen is a 
statement. EG: 


UB is faster than A" 


PRESS "T" (True) or "FT" (False) DEPENDING ON THE INFORMATION 
SHONN 


5. You see the gesponse (EG: "false : Correct ansver"). At the 
bottom of the screen you see: 
OPTIONS: GO ON RETURN BACR AGAIN 
PRESS "G" TO GO ON, URV Ò FOR MAIN MENU, ''B'"' TO GO BACR 1 


QUESTION, 


OR "A" TO HAVE THE SAME 0QUESTION AGAIN MITH DIFFERENT 
DISPLAY 


6. The exercise begins vith Question 1. 


FOLLON SAME PROCEDURE AS FOR THE EXAMPLE 


7. At the end of the questions you vill see the score. You then 
have the chance to see the questions you got vrong, return to 
the Main Menu and do another section or quit. 
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NOTE ON CAR EXERCISE: 

There are 2 options: 

a) Information about 3 men is provided and you have to say if the 
statements about them are true or false. The information changes 
vith each question. : 

If you vant this option, PRESS a 

b) 3 students supply information about themselves 9v(or about 
famous people) and you have to say if the statements generated by 
the computer is true or false. The information doesn't change, 
once entered. 


If you choose option (b) the computer vill asX 3 students in turn 
for information. 


NAME: (Type in name and press RETURN) 
AGE: (Type in a number and press RETURN 
HEIGHT: (Type in 1. and then the centimetres) and press RETURN 
NEIGHT: (Type in a number and press RETURN 
Vhen you have entered all this the computer vill asX you: 
ARE DATA CORRECT2 ((y)/(n)) 
l1F YOU MVANT TO  CHANGE 0QANYTHING, PRESS "''n' AND ENTER THE 


INFORMATION AGAIN 


Once the 3 students have entered the data, the exercise begins. 


5.1.3 0 —ÀPEDAGOGICAL GUIDELINES 
5.1.3.1 0—OBJECTIVES 


The program is designed to help teachers present and practice the 
comparative and superlative forms úin English. The adjectives 
explicitly dealt vith are: long, short, cheap, expensive, fast, 
Slov, economical, tall, short, old, young, heavy, light, but a 
lot more can be included. 
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5.1.3.2 QPREVIOUS ENOMLEDGE REQUIRED 


Students should have at least 100 hours previous English 
learning. They should be familiar vith the present tense, and 
the adjectives vhich form the basis of the exercises (long, 
short, fast, slov, expensive, cheap, economical, old, young, 
tall, short, heavy, light). 


5.1.3.3 0 vSTRUCTURE 


The program has 4 sections offered on the main menu. 


a) Explanation. The rules governing the formation of the 
comparative and superlative are presented. 


b) Lines. The computer dravs 3 lines of different lengths 
and maXes a statement about them (eg: "Line A is shorter than 
Line B'"). You have to say if the statement is true or false. 
There are 10 statements. 0Since the lines are randomly generated, 
the truth value of the statements changes every time the program 
is used. 


c) Cars. The computer presents an information grid giving the 
price, top speed and fuel vconsumption of 3 cars and maXes a 


statement about them (eg: "Car C is the most economical"). You 
have to say if the statement is true or false. There are 10 
statements. Since the information about the cars ús randomly 


generated, the truth value of the statements changes vevery time 
the program is used. 


d) Men. A grid of information about 3 men is presented 
giving their age, veight and height and there is a statement 
about them (eg: "Tom is not as old as Harry."). You have to say 
if the statement is true or false. There are 10 statements. 
Since the information about the men is randomly generated, the 
truth value of the statements changes every time the program is 
used. 


In the Men option, you have the further option of supplying 
the computer vithn the names, ages, veights and heights Of 3 
people (students or famous people). The questions then relate to 
them. 


At the end of each section there is a score card. 
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5.1.3.4 0 —METHODOLOGY 


The program vas specifically designed to be used in class vith 
the active participation of a teacher. 


The program offers 3 sections and each has a series Oof 10 
True/False questions. But the questions the computer asXs are 
only intended to start the ball rolling. The important thing is 
the full page of information on vhich the úinitial question is 
based. The information can be exploited by the teacher to asX a 
series of questions and provoXe discussion among the students. 


It is best used by a teacher vho elicits the ansvers to the 
questions from the students and exploits the information 
displayed by the computer, but it could be used by students 
vorXxing alone or in small groups. 


HON TO USE THE PROGRAM 


If your students are learning the comparative and superlative for 
the first time, use the: Introduction Section. If not, you can 
sXip it, or do it very quicEly. 


The 3 sections on lines, men, and cars can be done in any order. 
Not all sections need be done at the same session. 


The Cars and Men sections present grids of information vhich can 
be richly exploited by the teacher. The question the computer 
asXs is just the start. Vhen the question has been ansvered, the 
teacher can lead a discussion of all the information presented: 


"Tell me something about Car A and Car B", "ghich car ús the 
fastest 2" 
"ghich car vould you choose2 Vhy2" Etc., etc. 


If students find any of the questions difficult, the teacher can 
hit the "R'  (REPEAT) Xey and the same question vill be displayed 
vith different information (so the truth value may change). This 
can be done as many times as necessary. 
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6 Ò0QGAMES 


6.1 0—NOUGHTS AND CROSSES 
6.1.1 GENERAL INFORMATION 
6.1.1.1 0ANAME OF PROGRAM 


Noughts and Crosses 


6.1.1.2 0AUTHOR 


Geoff Jordan 


6.1.1.3 0 0SUBJECT 


A game to practice grammar and vocabulary. 


6.1.1.4 0 —LEVEL 


All levels. The Authoring facilities allov teachers to determine 
the level they vant by maXing appropriate questions. 


€ 


6.1.2 0INSTRUCTIONS 


1. Load the program. 


2. You see: 
(Q) UESTIONS EDITOR 
(P) LAY 
(E) ND 


Press P to play. 


3. You see: 
(1) PLAYER 
(2) PLAYERS 


(E)XIT 
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Normally, press 2. 
5. You see: 
LEVEL 2 


Press a Xey from 1 to 4. Level 1 is "easy", level 4 is "hard". 


6. You see the game board. 
ÚAvhe bottom it says: TEAM X: CHOOSE A NUMBER. 


The first team then chooses a number vhich is entered in the 
computer. 


7. XYou see the question. Type in the ansver. IF YOU MARE A 
MISTARE TYPING THE ANSVER, USE THE ARRON REY ABOVE THE RETURN REY 
TO RUB OUT THE MISTARES. 


Vhen you finish typing the ansver, press the RETURN Xey. 


8. In the Classroom Version, if the ansver is vrong, the computer 
says: 


VI o thinx this ansver is vrong. If you agree, press Y. If you 
vant me to accept the ansver as correct, press N." 


This allovs the teacher to adjudicate. Sometimes the ansver is 
correct even though the computer says it isn't - either because 
Of a minor typing mistaXe, or because the ansver the computer has 
been programmed to accept is not the only correct one. 


9. If the ansver is vrong, the second team can try to ansver it. 


10. The computer returns to the board and if an ansver is 
correct, puts a nought or cross in the appropriate box. It then 
asXs the other team to choose a category. 


11. The game continues until one team gets a line, or it's a 
drav. 
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6.1.3 0 —"PEDAGOGICAL GUIDELINES 
6.1.3.1 0 0OBJECTIVES 


To revise and practise grammar and vocabulary using a quiz format 
based on the game noughts and crosses (Tres en raya). 


6.1.3.2 dPREVIOUS ENORLEDGE REQUIRED 

Since the program has 4 levels from 1 (easy - for beginners) to 4 
(hard — for advanced students), the Xnovledge vstudents need 
depends on the Jlevel vchosen. Teachers should dúinspect the 


questions at each level and decide vhat Xnovledge their students 
need. 


6.1.3.3 0 —STRUCTURE 


The program has tvo parts: 


The Editor: an authoring system vhich allovs teachers to maxXe 
their ovn questions for the game. 


Play: the part vhere the game is actually played, 


6.1.3.4 0ó—METHODOLOGY 


The program vas designed to be used in the classroom by a 
teacher. It presents a game board of noughts and crosses and the 
players have to ansver a question in order to place a nought or a 


Cross in one of the nine squares. The class is divided into 2 
teams - Íif more than 2 teams are made, a "XnocX-out" competition 
can be organised - vho taXxe it in turn to choose and ansver a 


question. The fist team to maXe a line vins. 


Authoring facilities allov teachers to enter their ovn questions 
and edit existing ones. 


There can be up to 40 questions in each of the 9 categories, and 
the computer selects the question inside the category at random. 
This means that different: questions come out each time the game 
is played, so it can be played more than once vith the same 
class. 


The program is similar to a program by Advanced Ideas called "Tic 
Tac Shov", but is different in the folloving vays: 
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a) JIn Noughts and Crosses, you can have 9 different 
categories of questions (EG: past tenses, prepositions, vocab., 
odd man out, etc.) in the same game. In Tic Tac Shov all the 
questions are on the same subject. 


b) In Noughts and Crosses, if: Team A gets the question 


Vvrong, Team B gets a chance to ansver it. This encourages the 
team that is not ansvering the question to pay attention to 
vhat's going on. One of the problems of team games is precisely 


that it is sometimes difficult to Xeep the attention of the teams 
not actually "playing" at any given moment. In Tic Tac Shov, if 
team A gets it vrong, Team B automatically gets it. 


c) Noughts and Crosses comes in tvo versions. The first 
version, designed to be used in class vith a teacher, responds to 
a vrong ansver typed in by saying: 


"I thinX this ansver is vrong. If you accept my opinion, press 
"yYt,. If you vant me to accept your ansver as correct, press "N". 


The idea is that there is often more than one possible correct 
ansver to a question, especially vhen it is an open question, not 
true/false or multiple choice. Moreover, perhaps a minor typing 
mistaXxe vas made, either vhen authoring, or by a student entering 
the ansver. 


Thus there vill be times vhen the computer rejects an acceptable 
ansver. The program taXes advantage of the teacher's presence to 
allov her to listen to any claims the team might maXe to have 
their ansver accepted, and, in appropriate cases, to override the 
computer's decision. 


The second version, for self-access use, has no such option. 


HON TO USE THE PROGRAM: 


The game format on a computer creates high motivation among 
students because of the score and competitive element. The 
teacher should use the Editor program to create questions 
relevant to the students' needs and level. 


If used in class, the class should be divided into teams of from 
4 to 6 students. If there are a lot of teams, a tournament can be 
arranged. In a normal classroom, the teacher operates the 
Xeyboard, pressing the number the students choose, and acts as 
umpire. The teacher should maXe notes of the questions the 
students get vrong and deal vith them after the game. 
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If one team gets the ansver to a question vrong, the other team 
can try it. This encourages the other team to pay attention vhile 
their opponents are ansvering a question. 


If used in a computer lab., the teacher monitors the games. 


6.1.4 0ÚAUTHORING SYSTEM 
AUTHORING '"NOUGHTS AND CROSSEST — 0EDIT MODE 
Vhen you boot up the program, choose the QUESTIONS EDITOR option 
from the main menu. You see the questions editor menu: 
(D)ELETE LEVEL 


(E) DIT LEVEL 


(F) INISH 


DELETE LEVEL: lets you delete a complete set of questions. If you 
press D the computer vill asX you: 


Are you sure2 Y/N 


If you press Y you vill be asXed to choose the file to be 
deleted, and it vill then be deleted. 


EDIT LEVEL: pressing E lets you edit 1 of the 4 levels. You are 
asXed to say vhich level (1 to 4). 

Once you have chosen a file, you see the list of categories in 
it, vith the number of questions in each one. The more questions 
in each category, the less liXely that the same question vill be 
asXed if you play another round of the same file. 


Mhen you see the 9 categories, highlight the one you vant to edit 
using the cursor Xeys, and press RETURNI 
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You then see: 


CHANGE (T)ITLE 
CHANGE (Q)UESTIONS 
(E)XIT 


Pressing T lets you change the title. You see the old title and 
are asXed to type in the nev one. The change is automatically 
saved to disxX. I 


Pressing Q lets you change the questions. You see this: 


LEVEL 1 I TITLE: PAST TENSE 


QUESTION 1 


Vhat is the past tense of the verb cut2 


cut 

(Space for nev question) 

(Space for nev ansver) 
(N)EXT (P) REVIOUS (A) PPEND (C) HANGE (1) SERT (D) ELETE 
(E) XIT 


N and P let you viev the questions. 

A lets you add nev questions. The program taXes you to the end 
Of the questions and presents you vith a nev screen liXe the one 
described above. Type in the question and then the ansver. 


C lets you change the question. Vhen you use this option, you 
have to type in the vhole question and the ansver again. 


I lets you insert a question at the current place. 


D lets you delete a question. 
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D lets you delete a question. 


E lets you out of the editor, saving the changes to disX 
automatically. 
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6.2 FAST FINGERS 
6.2.1 GENERAL INFORMATION 
6.2.1.1 dNAME OF PROGRAM 


Fast Fingers. 


6.2.1.2 AUTHOR 

Michele Meyer 8 Geoff Jordan. 

6.2.1.3 0 —SUBJECT 

A timed True/False quiz game for any aspect of English (grammar, 


vocab., functions, etc.). 


6.2.1.4 0 LEVEL 


Depends on the questions in the file. 


6.2.2  INSTRUCTIONS 
l. LOAD THE PROGRAM 


2. You see the Main Menu. 


TO USE THE PROGRAM HITH STUDENTS, PRESS "1". 


3. You see the first Explanation Page. 


PRESS ANY REY TO CONTINUE. 


4. You see the second Explanation Page. 


PRESS ANY REY TO CONTINUE. 


5. You are asXed: "Hov many players 2" 


ENTER A NUMBER FROM 1 TO 4. 


6. You see a list of file names. 
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USE THE CURSOR 0ARRON REYS TO 0QHIGHLIGHT 0THE FILE YOU 
VANT. 


PRESS 0Ò0THE F1 0QHREY FOR INFORMATION QABOUT THE HIGHLIGHTED 
SUBJECT 


PRESS THE "RETURN" REY TO CHOOSE THE HIGHLIGHTED SUBJECT 


7. You see information on the subject to be played. 
PRESS ANY REY TO CONTINUE. 
8. The first player starts. First you do a "practice" -— the 
computer says: 
"Let's try 3 examples before ve start." 


PRESS SPACE BAR TO BEGIN PRACTICE. 


9, You see a sentence. 
IF THE SENTENCE IS TRUE, 0PRESS "O'", IF IT'S FALSE, PRESS 
uqn 


10. After the practice, the game begins. You get 2 points for 
every correct ansver, and -1 for a vrong ansver. You see the 
statement, and, at the top of the screen, your score so far, and 
the time left. 

11. Vhen the time is up, the next player does the exercise in the 
same vay, until all players have been. 

12. At the end of the round, you see the scores of each player. 


13. You can then: 


a) Reviev your ansvers. Press "1". The computer vill 
asX: "Mhich player2" Type in the number of the player. 


b) Play another round. Press "2". You vill see the list 
Of files. 


c) Quit. Press "3". 
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14. For use of the authoring facilities, see Manual del Editor 
belov. 

6.2.3 o —"3PEDAGOGICAL GUIDELINES 

6.2.3.1 0 OBJECTIVES 

To practise various parts of the language using a competitive 


game format. 


6.2.3.2 QPREVIOUS RENONLEDGE REQUIRED 


Depends on the questions in each file. 


6.2.3.3  —STRUCTURE 
The program has 2 parts: 
l. The game. This consists of 
a) An explanation of hov to play. 


b) Telling the computer hov many people or teams vill play 
(from 1 to 4). 


c) Choosing a file - information on each file can be asXed 
for before choosing. 


d) An explanation of the file. 


e) A "practice run" of 3 examples to get the idea Of using 
the 2 Xeys to indicate True or False 


f) The game itself. 


g) The score - hov many questions ansvered, hov many right, 
hov many vrong, and the resulting score. 


h) The chance to reviev the questions and ansvers, and/or 
play another round. 


2. The editor, vhich allovs teachers to change existing files or 
maXe their ovn nev ones. The files consist of explanation pages 
and the questions. 
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6.2.3.4  dMETHODOLOGY 


The program is designed to be used in class or in a computer lab. 
Groups or individuals can play. 


The program offers a number of different topics (eg: opposites, 
verb tenses, professions, money) vhich form the basis for a timed 
True/False quiz. 


Each round of the game vúinvolves vstudents in ansvering as many 
questions as they can on à chosen subject in 30 seconds. vPlayers 
lose points for vrong ansvers, so speed is not the only factor in 
vinning. 


There are more than 30 questions in each file. The questions are 
chosen randomly by the computer, so students can play the same 
quiz topic more than once, since different questions come out 
each time. 


Up to 4 teams or people can play at the same time. 


At the end of each round students can reviev the questions, their 
ansvers, and the correct ansvers. 


The program has authoring facilities to allov teachers to prepare 
their ovn material. 


HON TO USE THE PROGRAM: 


The program can be used vith a vhole class and 1 computer, or 
vith small groups in a computer room or lab, or by individuals 
vorXing alone. 


It vorXs best vhen the questions relate to a prior activity - ie: 
the game is integrated into the lesson or course plan. Thus, if 
a teacher is doing a particular topic or structure vith the 
class, the game can be used as reinforcement and practice. 
Hovever, Àúit can sometimes just be used to change the pace and 
give some light relief. 


If used vith a vhole class and 1 computer, divide the class into 
groups and appoint one member of each group to sit at the 
Xeyboard. Select a file, depending on the level and interests of 
the class and let each team in turn play the game. 


At the end of the round the teacher has the chance to use the 
revieuv Of questions and ansvers to vorX vith the class on any 
problems or veaX points. 
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6.2.4 0 0"ÀAUTHORING SYSTEM 


o AUTHORING "FAST FINGERS" — EDIT MODE 


Vhen the program boots up, choose 2: EDITOR from the main menu. 
You then see the EDITOR menu: 

1. Instructions Page 1 

2. Instructions Page 2 

3. Edit a file 

4. Change file name 

5. Finish 


Options 1 and 2 let you change the general instructions vhich 
explain the game. The instructions for each file are different. 


Option 4 lets you change the name of the file. 


Option 3. is the main Edit option. Pressing 3, you are shovn a 
list of files on disX. Use the cursor arrov Xeys to highlight the 
file you vant to edit, and press RETURN. If you vant to maXe a 


nev file, press the ESC Xey, and type in the name of the nev 
file. You then see: 


l. QUESTIONS AND ANSVERS 


2. INSTRUCTIONS 


3. FINISH 
If you nov press 1, you see the first question in the file, or a 
blanX space, if it is a nev file. At the bottom of the screen, 
you see : 
(A) DD (C) HANGE (F) INISH 
(N)EXT (P) REVIOUS (D) ELETE 
ADD: is to add a question. Remember that all the questions must 


be "TRUE" or "FALSET. If you are maXing a nev file, or to amplify 
an exising file, use this option. 

Vhen you finish typing in the question, press ESC. You are then 
asXed for the ansver. Type in the ansver and press ESC to 
finish. 


NEXT 86 PREVIOUS let you viev the existing questions. 


Generalitat de Catalunya Mostrari Programes Didàctics 


Departament d'Ensenyament Anglès 
Programa d'Informàtica EducativalPàgina: 50 Data: 27/ 6/88 


CHANGE lets you alter a question or ansver. 
DELETE lets you erase a question from disX 


FINISH Jlets you out of editor mode, saving your vorX to disX 
automatically. 
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7 SIMULATION 

7.1 JILL JONES 

7.1.1 GENERAL INFORMATION 
7.1.1.1 NAME OF PROGRAM 


Jill Jones. 


7.1.1.2 AUTHOR 


Geoff Jordan 


7.1.1.3 0 0SUBJECT 


A text-based simulation, about a young voman vho vins a holiday 
competition, designed to stimulate discussion. 


7.1.1.4 0 LEVEL 


Suitable for all students from lover intermediate to advanced 
levels. 


7.1.2 0 QPEDAGOGICAL GUIDELINES 


7.1.2.1 0 —QOBJECTIVES 


Essentially to engage students in discussion. Can also be used 
for reading practice, role-play, group dynamics. 


7.1.2.2 dPREVIQOUS ENONLEDGE REQUIRED 


Students should be intermediate level readers - the text is less 
difficult than those used in FCE - and able to contribute to 
discussions vith enough fluency to allov the thing to flov. 
The use of conditionals in the discussions is very frequent. 


7.1.2.3 0 STRUCTURE 


The program presents the students vith a series of discussion 
points. It is not a "real" maze, in that they are confronted vith 
the same choices each time, almost regardless Of vhich option 
they choose. 
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The simplified structure allovs the program to present 6 or 7 
different types of discussion: 


- a personal problem (should she go vith her boyfriend, vho she 
has recently split up vith 7) 


- choosing an island (information on 3 islands is given) 


- a strategic problem (vhat to do about a briefcase left at the 
airport) 


-— a political problem (hov to advise the Prime Minister) 
- reacting to a dangerous situation 

- a moral problem (uvho among the injured to help first) 
- a First Aid problem (hov to treat a deep cut) 


The different topics lend themselves to different types Of 
discussions. 


At the end, there is a summary of the group's decisions. 


7.1.2.4 o METHODOLOGY 


The students are put in the role of a young voman vho vins a 
holiday for 2. She has to decide vho to go vith, vhich island to 
go to, and is then involved in a hijacXing attempt. 


It vas designed to be used by a teacher and a class divided into 
3 or 4 

groups, but could be used in a computer lab vith three at each 
computer. 

The advantage of using one computer vith all students together is 
that there are discussions among members of different groups, and 
then discussions among the groups before the computer ús told of 
the decision: 0consequently there are richer possibilities for 
speaxing. 


The program organises the activity, Jleaving the teacher free to 
vander among the groups, vho spend most of the time avay from the 
computer. It is, in my opinion, essential that the students move 
avay from the screen for each discussion. 


HON TO USE THE PROGRAM: 
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1. "STANDARD' METHOD 


A) 0QNARM UP -— having decided on the right time during the course 
to use the program, the teacher should set the theme vith a varm 
up activity - looXing at holiday brochures, listening to people 


talXing about holidays, a discussion on holidays.... 


B) 0BRIEFING -the teacher explains the activity and appropriate 
vocabulary, structures (conditionals) and functions 
(agreeing/disagreeing, persuading, explaining, etc.) 


C) THE SIMULATION ITSELF 


The program is loaded, students read the situation AND THEN 
DIVIDE INTO SMALL GROUPS AMVAY FROM THE COMPUTER, to discuss their 
options. 


Once a decision has been made in each group, the vhole class 
meets together and representatives from each group present their 
group's decision, giving their reasons. 


The vhole class then has to agree on the decision to be entered, 
vhich sparXs another round of discussion, each group defending 
its choice. 


Vhen the decision is entered the class reads the consequences of 
its decision ans see the next problem to be discussed, before 
moving avay again into groups. 


The teacher moves among the groups, taXing notes of follov-up 
points to raise, maXing suggestions, giving help. 


It is not necessary to move into groups for every single 
decision, but students should NOT spend all the time in front of 
the screen. 


D) 0OQDEBRIEFING - the teacher leads a discussion on vhat happened, 
and can maXxe comments on vocab. grammar, usage and so on. 


E) FOLLON UP — nhomevorX based on activity, and reviev at next 
meeting of the class. 
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2. VARIATIONS AND EMBELISHMENTS 


(My thanxs to Carol Freeze for many Of these 
suggestions) 


A) 0FOCUS ON  FUNCTION AND/OR REGISTER —- vays Of agreeing, 
disagreeing, soliciting opinion, suggesting alternatives, 
defending, 0persuading, 0convincing, 0vdúinterupting, and many other 
functions can be practised vhenever there are differences in 
opinion among the groups. 


Other functions may be practised in role-plays vhere avareness Of 
different registers vill be needed (see belov). 


B) 0FOCUS ON GROUP DYNAMICS - Techniques for reaching consensus, 
synergy, voting systems, leading a group, brainstorming, and 
other business or "life" sXills can be given overt attention. 


C) 0QROLE PLAY - conversations, meetings, debates, speeches, phone 
calls, can all be acted out as they come up during the 
simulation. 


D) 0FOCUS ON GREADING - vhen full vscreens of text appear, the 
teacher can lead sXimming and scanning exercises, note-taXing, 
summaries, reading aloud, or use the text to talX about the 
language (structure, vocab., style, etc.). Such exercises gain 
from the fact that the text is already placed in a context. 


E) USED IN ORAL TESTS - rather than have one -— to - one 
intervievs, tvo teachers vith an agreed assessment sheet (scoring 
for fluency, accuracy, range, appropriateness, effectiveness in 
communication, for example) can observe a group of 4 or 5 
students participating in the simulation. 


Generalitat de Catalunya Mostrari Programes Didàctics 


Departament d'Ensenyament Anglès 
Programa d'Informàtica Educativa/(Pàgina: 55 Data: 27/ 6/88 


7.2 0 COPSTONE DORN 
7.2.1 GENERAL INFORMATION 
7.2.1.1 NAME OF PROGRAM 


Copstone Dovn. 


7.2.1.2 0 dAUTHOR 


Geoff Jordan 
7.2.1.3 0 SUBJECT 


A text-based simulation, about a journalist vho has to find a 
secret research station, designed to stimulate discussion. 


7.2.1.4 0 LEVEL 


Suitable for all students from lover intermediate to advanced 
levels. 


7.2.2 0 "PEDAGOGICAL GUIDELINES 
7.2.2.1 0 OBJECTIVES 


Essentially to engage students in discussion. Can also be used 
for reading practice, role-play, group dynamics. 


7.2.2.2  dPREVIOUS ERNONLEDGE REQUIRED 


Students should be intermediate level readers - the text is less 
difficult than those used in FCE - and able to contribute to 
discussions vith enough fluency to allov the thing to flov. 
The use of conditionals in the discussions is very frequent. 


7.2.2.3 0 STRUCTURE 


Based on hbooX mazes. The program offers various vays Of 
responding to an initial situation. Depending on the option 
chosen, you are branched to another part of the story. Choosing 
the "right" vay you can get out of the maze in 7 "moves". 


Generalitat de Catalunya Mostrari Programes Didàctics 


Departament d'Ensenyament Anglès 
Programa d'Informàtica EducativalPàgina: 56 Data: 27/ 6/88 


The Ooptions offer a "safe" 0(slightly Jlonger) route and a 
"dangerous" one, and some outcomes in the latter route are 
decided by the computer throving the dice —-— you have a 3 to 1 
against chance of success. 


7.2.2.4 o METHODOLOGY 


The students are put in the role of a reporter vho has to tracx 
dovn a secret research station and publish a story about it. They 
are offered 4 vays Of starting the search, and depending on their 
choice, they are branched to the continuation, vhere they learn 
the consequences of their decision and are faced vith a nev set 
of choices. The story can be published in 7 "''moves", but the 
average is 10 (sometimes they fail, too). 

Thus there are usually 10 discussion points. 


It vas designed to be used by a teacher and a class divided into 
3 Or 4 groups, but could be used in a computer lab vith three at 
each computer. 

The advantage of using one computer vith all students together is 
that there are discussions among members of different groups, and 
then discussions among the groups before the computer ús told of 
the decision: —consequently there are richer possibilities for 
speaXing. 


The program organises the activity, Jleaving the teacher free to 
vander among the groups, vho spend most of the time avay from the 
computer. It is, in my opinion, essential that the students move 
avay from the screen for each discussion. 


1. U"STANDARDI' METHOD 


A) QMARM UP - having decided on the right time during the course 
to use the program, the teacher should set the theme vith a varm 
up activity - looXing at holiday brochures, listening to people 
talXing about holidays, a discussion on holidays.... 


B) 0BRIEFING -—the teacher explains the activity and appropriate 
vocabulary, structures (conditionals) and functions 
(agreeing/disagreeing, persuading, explaining, etc.) 


C) THE SIMULATION ITSELF 
The program is Jloaded, students read the situation AND THEN 


DIVIDE INTO SMALL GROUPS AMAY FROM THE COMPUTER, to discuss their 
options. 
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Once a decision has been made in each group, the vhole class 
meets together and representatives from each group present their 
group's decision, giving their reasons. 


The vhole class then has to agree on the decision to be entered, 
vhich sparXxs another round of discussion, each group defending 
its choice. 


Uhen the decision is entered the class reads the consequences of 
its decision ans see the next problem to be discussed, before 
moving avay again into groups. 


The teacher moves among the groups, taXing notes of follov-up 
points to raise, maXing suggestions, giving help. 


It is not necessary to move into groups for every single 
decision, but students should NOT spend all the time in front of 
the screen. 


D) 0OQDEBRIEFING — the teacher leads a discussion on vhat happened, 
and can maXe comments on vocab. grammar, usage and so on. 


E) FOLLON UP -— homevorX based on activity, and reviev at next 
meeting of the class. 


2. VARIATIONS AND EMBELISHMENTS 


(MY thanEs to Carol Freeze for many Of these 
suggestions) 


A) 0FOCUS ON FUNCTION AND/OR GREGISTER - vays Of 0vagreeing, 
disagreeing, soliciting opinion, suggesting alternatives, 
defending, 0persuading, 0convincing, 0vQúinterupting, and many other 
functions can be practised vhenever there are differences in 
opinion among the groups. 


Other functions may be practised in role-plays vhere avareness Of 
different registers vill be needed (see belov). 


B) 0FOCUS ON GROUP DYNAMICS — Techniques for reaching consensus, 
synergy, voting systems, leading a group, brainstorming, and 
other business or "life" sXills can be given overt attention. 
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C) ROLE PLAY - conversations, meetings, debates, speeches, phone 
calls, can all be acted out as they come up during the 
simulation. 


D) 0FOCUS ON GREADING - vhen full 0vscreens of text appear, the 
teacher can lead sXimming and scanning exercises, note-taXing, 
summaries, reading aloud, or use the text to talX about the 
language (structure, vocab., style, etc.). Such exercises gain 
from the fact that the text is already placed in a context. 


E) QUSED IN ORAL TESTS - rather than have one -— to -— One 
intervievs, tvo teachers vith an agreed assessment sheet (scoring 
for fluency, accuracy, range, appropriateness, effectiveness in 
communication, for example) can observe a group of 4 or 5 
students participating in the simulation. 
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7.3 0dRANE ORDER 
7.3.1 GENERAL INFORMATION 
7.3.1.1 ANAME OF PROGRAM 


RanXx Order 


7.3.1.2 0QAUTHOR 


Geoff Jordan 


7.3.1.3 0 SUBJECT 

RanX Order activities. You have to ranX order a list of items in 
order of 0dimportance, or in the correct sequence. These include 
survival lists, dúinstructions, texts, phone calls, functions, and 


general Enovledge. Authoring facilities allov teachers to invent 
their ovn activities or edit the existing ones. 


7.3.1.4 0QLEVEL 


Depends on the exercise. 


7.3.2 0 AINSTRUCTIONS 


l. LOAD THE PROGRAM 


2. You see the Main Menu. 


TO USE VITH STUDENTS, PRESS "2" 


3.You see a list of exercises. At the bottom of the vscreen it 
says: 


File name: 


TYPE IN THE NAME OF A FILE AND PRESS RETURN 


4. You see the Explanation page. 


PRESS "C" TO CONTINUE 


Generalitat de Catalunya Mostrari Programes Didàctics 


Departament d'Ensenyament Anglès 
Programa d'Informàtica EducativalPàgina: 60 Data: 27/ 6/88 


5. You see the Situation Page. 


PRESS "GT" TO GO ON 


6. You are asXed hov many people vill play. 

ENTER A NUMBER (1 TO 14) AND PRESS RETURN 
7. You are asXed to enter the names of all the players, one by 
one. 


TYPE IN EACH PLAYER'S NAME AND PRESS RETURN 


8. You see an explanation of hov to order the list. 

READ IT CAREFULLY 
9. You see the list of items. 
DECIDE 0QVHICH AITEM SHOULD BE QGRANRED 1. ENTER THE 9 LETTER 
CORRESPONDING TO THAT ITEM AND ENTER THE NUMBER 1 
10. The list is re-ordered, putting your choice in the position 
you indicated. 


REPEAT THE PROCEDURE FOR ALL ITEMS 


11. MHEN YOU ARE HAPPY VITH THE ORDER, PRESS THE "ESC" REY 


12. EACH PLAYER DOES STEPS 9 TO 11 DESCRIBED ABOVE 


13. The players then have to form groups. 


14. You are asXed hov many groups there vill be. 


ENTER A NUMBER (1 TO 7) AND PRESS RETURN 
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15. You are asXed to say vhich players are in vhich group. 
ENTER THE NUMBERS CORRESPONDING TO THE PLAYERS IN GROUP 1. PRESS 
RETURN AFTER EACH 9 0NUMBER. PRESS RETURN VITHOUT ENTERING A 
NAME TO FINISH. 3 

REPEAT THIS PROCESS FOR EACH GROUP 
16. The group has to discuss the list and decide on the ranXing 
Of each item. Vhen they are ready, a member of the group, or the 


teacher, enters the ranX order for the group. 


EACH GROUP DOES STEPS 9 TO 11 DESCRIBED ABOVE 


17. You can then see the correct ranXing. 


PRESS "R' TO SEE CORRECT RANRING 


18. Nith some exercises there are "help" pages. 


PRESS THE LETTER OF THE ITEM YOU VANT EXPLAINED 


19. Nith some exercises there is a Rationale Page. 


PRESS THE "ESC" REY TO SEE RATIONALE PAGE 


20.ú You can then see the individual and group scores, and if the 
groups achieved synergy or not. 


7.3.3 0 —"PEDAGOGICAL GUIDELINES 
7.3.3.1 0—OBJECTIVES 


To promote discussion, vorX on a determined area of the language, 
and focus attention on group dynamics. 


Generalitat de Catalunya Mostrari Programes Didàctics 


Departament d'Ensenyament Anglès 
Programa d'Informàtica EducativalPàgina: 62 Data: 27/ 6/88 


7.3.3.2 0 dPREVIQUS RNONLEDGE REQUIRED 


Depends on the exercise, but the program is not suitable for real 
beginners. 


7.3.3.3 0 STRUCTURE 

The program has 2 parts: 

a) The editor. This consists of: 
1. Explanation Page 
2. Situation Page 
3. List of items Page 
4. Help pages on items 
5. Correct ranXing 
6. Rationale Page 


7. Finish 


b) The exercises. 
Students are led through a series of steps: 
1. Choose an exercise. 
2. General explanation of activity. 
3. Information about chosen exercise. 
4. Say hov many individuals vill play and give names. 


5. Each player enters his ranX order vithout discussing 
his reasons vith the others. 


6. The computer asXs hov many groups there are. Each 
player tells the computer vhich group he belongs to. 


6. The group(s) discusses the exercise together. 
7. The group(s) enters its ranX order. 


8. The computer displays the "right" order and offers 
explanations. 
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9. The individuals see their scores. 


10. The groups see their scores and see if they 
achieved synergy. 


7.3.3.4 0 dMETHODOLOGY 


The program is designed to be used by small groups. Apart from 
the subject matter itself, the program focuses attention on hov 
groups vorX together. 


The tasX involves ranX ordering a list of items. The members of 
the group(s) first do the exercise individually, and then discuss 
their ovn particular ranXings in the group. The group then has 
to maxe its Oovn ranX order. If the group vorEs vell together, 
listening to each other, alloving every opinion to be aired, and 
trying to reach a consensus, 9then "SYNERGYT" vill be achieved by 
the group - this means that the group score is better than the 
average individual score of the members of the group. 


The computer asxs each member of the group to enter his ranX 
order and then asXxs the group to enter their ranX order. It then 
presents the "right" order, offering explanations for the place 
Of each item and an overall rationale vhere appropriate. It then 
displays the individual scores and the group scores, and 
calculates if synergy has been achieved. 


The idea of the program is to stimulate discussion, in some cases 
to practise a particular part of the language, and, equally 
important, to bring overt attention to group dynamics. Teachers 
can drav attention to the various tactics and strategies employed 
by groups, the language vfunctions used, the roles of leader, 
secretary, etc... 


Teachers can use the program vith a vhole class and just 1 
computer (up to 7 groups and 14 people can play), or ina 
computer lab vith 3 students at each computer. The program can 
also be used in Self-Access facilities. 


HON TO USE THE PROGRAM: 
Using the program depends on the environment vhere it vill be 
used. There are 3 alternatives: 

a) 1 computer used in a classroom vith the teacher. In 


this case it is best for the teacher to operate the computer, 
entering all the data herself. 
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i) MaXe photocopies of the instructions and the ranX order list. 


ii) Explain the activity. Dra attention to the dynamics of 
vorXing in a group. Discuss strategies, functions, etc.. 


iii) Load the program, choose the exercise. 
iv) Give out copies of explanations. 


V) Arrange the class into small vgroups y(MAXIMUM number of 
players: 14. MAXIMUM number of groups: 7). 


vi) Enter names of all players in the computer. 
vii) Give out copies of list. 
viii) Each individual maXes his ranX order alone. 


ix) Enter number of groups and composition of each in the 
computer. 


X) Groups discuss hov they vill proceed (secretary7, 
chairperson2, rules for speaXing2, etc.) and then discuss the 
list. The teacher moves round the groups giving help and advice. 


xi) Enter the groups' ranX order in the computer. 


xii) Read the correct order page (photocopies can also be made) 
and consult the Help Pages and Rationale Page vhen these are 
provided. 


xiii) Shov the individual scores and the group scores - vhich 
groups achieved synergy72 


xiv) Discuss hov the teams vorXxed together. 


b) In a computer lab. or room vhere there is 1 computer 
for every group of 3 or 4 students. 


Here the students can enter their ovn data, and photocopies are 
not needed. The teacher's role ús to explain and monitor the 
activity, draving attention to hov the group should vorX 
together, and aftervards leading a discussion on vhat happened in 
each group. 


C) In a self-access room. As in (b) 
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7.3.4 0OQAUTHORING SYSTEM 


AUTHORING "RANR ORDERI — 0EDIT MODE 
Vhen the program boots up, vchoose option 1 - EDIT from the Main 
Menu. Press 1 and then RETURN. 


You see a list of the existing files. Type in the name of the 
file you vant to edit. IF YOU MANT TO CREATE A NEN FILE, TYPE 
THE NAME OF THE NEN FILE. 0òyPress RETURN. 


If it's a nev file, you vill be asxed if you vant to use the 
default explanation page. If you type N you can vrite your ovn 
page. 


You then see the EDITOR MENU: 


1. Explanation Page 
2. Situation Page 
3. List of Items 

4. Help Pages 

5. Correct RanXingc 
6. Rationale Page 
7. Finish 


1. Explanation Page: the general explanation of hov RanX Order 
vorXs. If you press 1 you can change the explanation. Use the 
cursor Xeys to position the cursor at the place vhere you vant to 
change the text, or use the RETURN Xey to vipe out text. Press 
the ESC Xey to finish. 


2. Situation Page: the explanation of a particular file's 
exercise. Type in the explanation and hit the ESC Xey vhen you've 
finished. 


3. List of items: the heart of the program. You vill see a list 
Of items (blanX if it's a nev file) and superimposed, this menu: 


1. Add item 

2. Delete item 

3. Change item 

4. Change ranXing 
5. Rationale page 


EACH TIME YOU USE ONE OF THESE OPTIONS, 0YOU VILL SEE THE LIST OF 
ITEMS. YOU TYPE IN THE LETTER OF THE ITEM YOU NANT TO ADD, 
DELETE, 9 òCHANGE, OR CHANGE THE RANRING OF AND PRESS RETURN. 0 yVHEN 
FINISHED, PRESS THE (ESC) REY. 


TO LEAVE THE SUPERIMPOSED MENU, PRESS THE (ESC) REY 
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If it's a nev file, use 1 to add items. Remember that this is the 
order they vill appear in the actual exercise. 


Options 2, 3, 86 4 let you delete or change the items or change 
the ranXing. 


Option 5 lets you vrite a rationale page for each item 
(explaining vhy it is ranXed at that dnumber) or change an 
existing one. 


4.- Help pages: vyou can use this to give the students some more 
information. 


5. dCorrect RanXing: you see the list of items page and are asXed 
to supply a letter corresponding to one of the items, then a 
number vhich indicates its ranXing. 


6. Rationale page: apart from a rationale page for each item, 
there is the facility to provide an overall rationale for the 
vhole exercise. 


If you are vriting a nev file, the best thing to do ús to enter 
the list of items in the jumbled order they vill first appear 
(Choose List of Items option, then Add Items), then enter their 
Correct RanXxing, and then vrite the explanation and help pages. 


